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WARNING: READ BEFORE USING YOUR PLAYSTATION' GAME CONSOLE, 
A V6IV ^rnall petcentBge ol individuals may experience epilaptic seizures when expossd ro cerlatn lighl 
patwms or flas^iing lighis Expostiie lo cerlain pDTtern& or backgrounds on o television screen or wliile 
playing video games, including games played on Uie PiaySlaUon game console, may induce an 
epileptic seizure in Itrese Individuals. Certain conditions may Induce pteviausly undetected epileptic 
s/mptoms even in persons who have no history at prior seizures or epilepsy. \1 you. or anyone in your 
family, tias an epileptic condrtion, eunsult your physician prior lo pfavmg II you experience any of the 
toitowing symptoms while plav^nq a video game - dinrness allsred visinn. eye oi muscle twitches, 
loss of awareness, disorientation, any involuntary movement or r.nnviitsions^ IMMEDIATELY 
discontinue use and consult your pnysician Uefore resuming play. 

WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do no1 conneci your PlayStation game console to a projection TV without Firsl cansnllmo the user 
manual lor your prajeclton TV, unless H is of the LCD lypa Otherwise. H may permanently aamage 
your TV screen, 

USE Of UNOFFICIAL PRODUCT: 

Ttieuse ol unoflicial proOticts and penprienals may damage your PlayStation game console and 

ir^validate vour console warranty 

HANDLING YOUR PLAYSTATION DISC: 

• Tt^is compact disc is intended lor use only wUti the PfayStation game console 

• Do not bend It, crush it or submerge it m liquids 

• Do not leave it in direct sunlight or near a radiator or other source ol heaL 

• Be sure to take an occasional resi Dreak during ej^tended play 

• Keep ihls compact disc dean. Alwrays hold the disc tiy the edges and keep it in its protective case 
when nolfn use Clean the disc Wfth a lint-freen soft, dry cloth, wiping In straight lines from center to 
oul^r edge. Never use solvents ur abrasive cleaners. 
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Dettinq Started 

To play 'Sheep' on your PlayStation® game console: 

\) Set up your Pl^yStationL^ game console m accordance with its inslructton 
manual. 

2) Following your system's direclions, insert your 'Sheep d(SC (prinied side 
up) in thediive. 



Pknbg«ft# Unt^HHUlf 



3) Close the di^t cover and piess 
the POWER button to begin 
loading the game, 

PLEASt NOTE that we advise you 
NOT to insert or remove penpherals 
(controllers eic.) from your console 
whileh is switched on. 

When She^p has loaded you wilf 
be prompted to pres* the START 
button to proceed. Pressing this will take you to the Mam Menu. 





THE MEMORY CARD 

Please make swe you have enough free blocks on your MEMORY CARD before 
commenctng to play. If your MEWOHV CARD is new, you must FORMAT it before 
you firsi use it To format a MEMORY CARD, select the MEMORY CARD Menu, 
then select the Save option Thts displays the Format menu. Select YES to 
lormat your MEMORY CARD oi NO to return to the MEMORY CARO menu 



Controller Cdnfiguratidn 
standard Controller: 

The O button wJth The directior^al huitons will cause The Herder to run. 

r 

The X button with the directional buttons will cauw The Herder to creep. 

The □ button will cause the Herder lo activate iwttches etc., and pick up 
Sheep. 

The A button will cause the Herder to shout. 

Use the UP, DOWN, lEFT and RIGHT directional buttons to make 
the Herder move around Ihe leveti 



OUALSHOCK"- analog controller: 

ti you are using a DUALSHOCK'" analog conlioller, and the AMAIOG mode 
switch is OFF (Red LED is not litX then the controls aic the same a^ for Ihe 
Standard Controller. 

Tf you wish lo use the DUALSHOCK " analog controller in AMALOG mode< press 
Ihe AI^iALOG mode switch and ensure that ANALOG mode is ON (lED:Red). 

The herder can now be moved using the Left ANALOG Slick instead of the 
directional buttons The functions of the olher buttons remain unchanged. 

For all controllers, the STAfiT Button will Pause the game, and give the player 
the option to Quit or donlinue. 



DUJ^LSHOCK™ analDu conitullHr 



12 BUnON 
LI BUnOM 



DIRECTIONAL BUTTONS 



LER ANALOG STICK 
SELECT BUnOPJ — 



ANALOG MODE SWITCH 
START BUTTON 



RIGHT ANALOG STICK 




NOTE: CurnpjtiblQ on^y in DigJCal dnd Analcg mode 

Comp^Crie untv in Digital and Vibratton mode 
or 
ComraUbl? onJy in Digital mode 

NOTE You may riavs a controJIer Thai looks Elk^ this, 
il ^0 ^\em« fullow Um digilyl mstnicLicMS autlinud dbove 



R2 BUnON 
Rl BUnON 



A BUTTON 

O SUTTON 

X BunoN 

n BUTTON 
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INTRDDUCTiaN 




Many aoons ago, th? anc&sTor^ of today'^ modem 
Sheep were sent out acrow the galaify from the 
Sheep home star system of Ovis Anes. A tew of 
theie explorers landed on a imall green and blue 
planet called Earth, Their mission was to pose as 
passive creatures, taking the details of their habitat 
into their group consciousness. 

However, walbwing rn grass and sunshine, the Sheep soon forgot 
aboui their mission, and they slowly became domesticated by Man. 
The Sheep on Earth diversified into many different breeds, including 
the myslenous and evil 'Killer Sheep', and the fabled 'Golden Sheep". 

Now the Sheep ancestors have returned to Earth from Ovii, to 
reclaim their lost flocks. To achieve this without fear of attracting Ihe 
unwanted attentions of Man, they abduct several Earth inhabitants 
and supplant desires m Lheir mind^ to round up afl Sheep and bring 
them to the fabled Mount MouMon for the journey home. The alien 
sheep have planted a series af rewards along the way - guitfe points' 
' as well as Sheep enhancing technology 'convertors' - which will 
help the Sheep survive the hazardous journey. The Sheep follow 
their newly- appointed guides m the belief they are going lo their 
mythicaf dreamland Blue Hawaii'. 

However, one (hing stands between the Sheep and 'Blue Hawaii^ , 
the evil MtPear. From his floating space laboratory, he pTans to 




conlroJ the world, by implanting Sheep genes into 
fill life on Earth so fhey will be submissive Td do 
this, he must gam conlfol of the precious lifeform 
kpovvn ds SHEEP'. 

Aim of the: Game 

The aim ot The game is to get as many She«p 
through the 6 harardous worlds as possible. 

The player will start each level wrth s tlock of Sheep, and the aim is 
TO persuade the Sheep to navigate their way to the Level Exit while 
keeping as many ative a^ possible- There will be many hazards ^nd 
obstacles to avord, and just as many bonuses to be found. 

Ihe player has a choice of A Herders to control Ll^e the Herder to 

persuade your flock of Sheep to negotiate the 6 

hazafdous worlds, The player does not have direct 

control of the Sheep, but is able to conirol the 

Herder using the Controller. The key to success lies 

in mastering ht>w the Sheep read to the herder 

and the obstacles in all situations, and u^^ng the 

Herder to make the Sheep go where the player 

wants them to 90. 
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MAIN Menu 

Use the directional buttons to move "Sparky the Sheep" up an 
down until he 15 standjng next to the np^on you w>sh to select. Press 
the X button 10 select Ihe option. Press the A button if you wish to 
go back to the previous menu at any time, 

There aie A options m ihe Mam Menu: 

Play Game: Thj5 allows the player fo start a 1 Of 2 
player game, or ujew the Mjgh Score Table and 
Credrli 

Load Game: This allows the player to load a saved 
game from a MEMORY CARD 

Training: ThLs allows the player to p[ay through 4 

Training Levels which wiJJ leach the ptayer the basics of the game. 

Configure: This allows the player to configure options for Audio, 
icreen Alignrrient ^nd Difficulty Level, 




Select Herder screen 

To play The game, the playe* has to choose a Herder to control. The 
player has a thoice ol d Herders to select from. Each hai its own 
chariKtenstrcs (speed, how scary they are to the Sheep eU-..) and is 
suited to herdirig specific Sheep Breeds through specific levels. 
Players will soon discover which Herders suit iheir style of play best. 



World Map Screen 




This strewn lets the player know w^iich world they 
dre Bbcjut to cm& It IS an indjc^tion of how tai 
rhe player h^^ pragrt^ssed and no ^d^ction is 
requirecl ai ihi^ pomt Just prera the X button to 
go to the Level Selett Screen. 

Level Select Screen 



This icreen shows the pfayer which world they are m, fliid which 
levels are dvaifable to them Each world contains A levels, and each 
level show^ the time limit and mm»mum number of Sheep which 
hdve to be re^ued to progress to the next level. 

Once a level h^s been completed, a flag will appear by it In the LeveT 

Select Screen and fhis level will no longec b@ 

selectable The player will then have to sefect 

another level to tackle Once all 4 level* jn a world 

have been completed, the player wilt be moved 

onto the next world and the next 4 fevels- 
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Breed Select Screen 



Before the plsyer slarb a level, ihey have to select a Breed of 5heep 
to tdkp through ihat lei/el There are 4 Breeds to choose from, dnd 
Ihey dll have different characteristics Ispecd^ mdmaiiori to flock, 
courage etc., J 

Once 3, Breed has been selected and used to complete a level, a flag 
will appear r>ext ta thai B'eed and the player wkll have to choose one 
of the remajning Breeds to tackle the remaining levels 

Each world contains A levels, and the ptayer ha^ to herd all A Breeds 
throughout each wodd Some Breeds are suited to navigating some 
leveh better than others, and this wM become apparent as the 
player becomes familiar with the game. 

Once a Breed has been selected, the levet will starti 
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Game Bcreen 

The number of Sheep alive 
on the level. 

The number of Sheep which 
have been saved on the level. 

The number of bonus credits 
collected on the level- 

The pJayer's Herder 

The player's flock of Sheep 

The remaining time left to complete the level. 

This shows d typical view the player will have while playing a level. 
The icons on the top of Ihe screen give the player mforrnatran nn 
how well Ihey are doing. 

Level Complete Screens 

This screen appears when the player hii% suecesifuHy completed a 
JeveT, and shows the number of Sheep saved, fhe time taken, and 
the number of points scored. 
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The player has three options at this point: 

Ccntmue; This lakes the pTayer to th^ next level. 

Replay; The player can replay Ihe level. 
WARNING: When you choose to replay a level, you are "gambling " 
With the pomTs you have |ust scored, and Ihe progress you have 
jusl made. 

Save: This saves Ihe player's progress to MEMORY CARD 
WARNING: Saving a game will over-wnte any existing saved Sheep 
games oo the MEMO flV CARD, 

Quick Start: Td Start 
THE Training Levels 

Use the rfirectional buttons to move Sparky to the 
option ^ou wish to refect. 

Press the X button to confirm the selection. 

U5e the i button to go back to the previous screen. 

Select Training" from the Main Menu Screen. 

Select the Herder you vvish to use from the Select Herder Screen, 

The World Indicator will show that you are about lo enter the 
Training World Press the X button to continue. 




Select Ihe Training L&ve\ you want to pi^y, 

Seled the Breed of Sheep you wish to take into The level. 

Once Ihe Jewel ha^ finished loading, press ihe X button to «art 
the tevel. 

Audio Screen 

The player should use this screen fo configure all 
the dudm optior^s in Ihe game rndudmg mu^ic 
dnd sound effects. 

Use the Directional Buttons to move Sparky the 
Sheep onto the ^tiding switches and ad|u^ the 
levels- 

The siidmg switch on the left adjusts the volume 
of the sound effects. 

The sliding swftch on the nght adjusts the volume of in game musk. 

. The 2 green triangles dilow the pidyer to play each of the mu^ic 
I tracks associated wkth each wor^d. 

Move Sparky the Sheep onto ihe green arrow on Ihe lefl and press 
the X button to tisten to the pre^/ious music track, do the same on 
the green arrow on the nght lo listen to the next music track. 
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PFFICULTY 



Le:ve:l 




She^p has 3 lev^Fs on 
diffKUlty: Easy, Medium 
and Hard. 

The flag indkCdies the difficully 
lev^ vi/hich 1^ currently self^cted. 

The difficulty level mdkates the 
number of Sheep thai must be 
uv^. and the time allowed to save them, for 
A player ro progress to the neKi fevel. 

Ai [he difficulty tevel increaies. the 
number of Shf!?p that mu^t be saved 
goes Lip. and the lime allowed to save 
them goes down. 

In addition, each Sheep saved. Bonus 
Credit coNected etc. . is worth more as 
the drfficulty levd is increased. Tht5 will 
be reflected in the player's score 
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High Score s€"&EeN 



s the 5 highest scor 
f the players who 




scored them. 




ElNJTERII^E 

Initials into the 
HiQH Score Table 



■^"bLittons to se^ec 
-c ihe position of the tuJ>Or. 

sei of 
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LDADINQ AND SAVING 

From Ihe mam menu< The player an load a previd. 

MEMORY CARD Select The Load Game option, then select which MEMORY 

CARD slot you wnU lo load the gaiTic from. 



When Ihe player has completed a level, they are 
given Ihe option lo Save Iheir progreH lo MEMORV 
CARD. 

WARNING Players can only save one Sheep game 
per MEMORY CARD. Choostng lo Save a game wiH 
over-wriEe any previous saved bheep game 

See page 3 for Advice Oo ustng MEMORY G\RD- 

Bgnus Games 




Every level contains a Golden Sheep, and if the pla/er collects all of the 
Golden Sheep in a world, they will be given access lo a Bonus Game. 
When a Gotden Sheep has been collected for a level, the Golden Sheep 
Icon appears next to Ihai level *n ihe Level Select Screen. 

WARNING: Players cannot Save their progress immediately after a Bonus 
game, so to ensure progress is noi losl, players should Save when they 
have completed the ta5l level of a world {before a Bonus garne is started). 



Her 



A choice of four pigyer thaMCten each with drfferent 
^trength^ and wedkne»e&. 



Bo Peep 

Shepherd by day, ^nd lead dinger uf rock b^nd by nighl. 
Ha« 'a way' with sheep, coaxing even ihe mosi stubborn 
out of danger. 

Adam Half Pint 

Once a Bank Manager Adam now pursue? a more laid back 
lifestyle a^ a private eye. His aTtitude to sheep i« one of Lind 
brutality. 

Motley 

Motley IS a simple pel, who dreams of being a sheep dog- 
She can be intimidated by some of the harder sheep 
breeds. 

Shep 

Shep 15 a highly inteliigeni sheepdog. He a old and a \itt\e 
slower than he used lo be, but he refuses to retire. 
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5HEEF Breeds 



There are four breeds o1 sheep, each with Iheir own distinctive 
styles. They do. however, share the same common trail ot 
stupidiLy. 

Modern Pastoral 

Normal, boring sheep who are scared oi everything. These are 
your basic, everyday sheep. Ideal for begmners. 

Modern Factoral 

Dedicated foflovuers of fasbran and not afraid of anything. Too 
stupid lo distinguish between danger and safety. 




Long Wool 

Sub culture she^p. like btkers. rockers and crustres Love rock 
mu5i<! Not as cowardly as most E;heep but stiJI stupid. 

Neo Genetics 

They give off a cool hard extenor, but in reality ar? still $(upid and 
cowardly. Good wilh computers and traffic 
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Hints and Tipb 

Moving a Herder towards the Sheep will cause thp 
Sheep to move away. Making the Herder mn will 
cause the Sheep to rnove faster. Making the 
Hercii^r aeep wiil allow Lhe Herdei to get dD^er lo 
the Sheep, 

There are varEoits obstacles and (^hgracters in the levels which will 
atfecT the Sheep Same will kril The Sheep, some will force them 10 
move, some will cau^e them lo be "cast" (flipped unto their backs). 
Cast Sheep cannot move and will die if left on their backs for too 
long, and the Herder can "uncast" the Sheep by standing by the 
Sheep and pressing ihe Q button. 

The herder can aha pjck up individual Sheep by gettmg close and 
pressing the □ button. The playe' may need to creep up to the 
Sheep lo gel dose enough to do this. When the Herdef has picked 
up a Sheep, pressing the D button again will throw Ihe Sheep. 

Pressing Ihe A button will cause the Herder lo shout- ThJS will sca^e 
and scatter any Sheep in the immediate vicinity- 



Z PLAYERS Game 

A bonus game that allows two players to enjoy 
flocking togetheri 
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DISCLAIMER 

by in^ulTtnt). cnpying. dr otherwise \ii\nq ^h-s '^ptiware pmdjct you agr?? |i^ b^ bound 
by tl^e JimiiaCioii^ ^t out beloiAj 

LIMITED WARRANTY 

Lvnpire mte^acTivp Wrirrdnts lUa'l (he willwdrp will perfDrrn ^utHUnliallv fti accordance wiTh (Tut 

iKi:i;}mpanyir>9 wnTltn Trratenals tor 4 pehod ol nmei;^ (90j d^y^ frorri the tJne cjf receipl any 
implitd v^arFant^es an Ihe softv^re are frFnilfd To n^ni^ty (Wl day^n ^nlHS the effect of lhi^ dau&& 
■ I ■ I' im specT^caLly uLluded by appl^cabl^^ Jdw 

CUSTOMER REMEDIES 

crngiri^ interactive^ ?mlre IlibiUly and /cur encluswe remedy shall bt, d1 empire? mleracTiue'i 
ppfLQn ?Fthef la) TEturn ol ihe price paid^ or (b) r^plac^rm^l of (he ^rftware Qr h^rdwart thai 
ricj-?! nol Free! thi^ limiTed waotinly and i^hich p^ relumed Ig [he place o^ pufchast walh a copy 
of your recfiipl thi5 lirnitrd warninty i( ^oiiJ 1' fatlure of Ihe sc^fELV^re ha^ r^ulted fr?m accidenl^ 
abii&t', or nhi^ipplicaTfcon any r^lu^fneni software wiH be warranted foJ the refnaFnder o' the 
oncimnl WJtr^^nlv or Ihrily {iO) days, v^hichei/er 1^ longer 

NO OTHER WARRANTIES 

to Ihe maximurn eirtenl pErmiltHi by applicable l^w. ^rtipire inler^clj^e and i\s lupplitr^ 
d^&cla^m atl other r^pr^entdtion^, warf^nlifs, condilions ur ulh^r L^rm^, c?ilher ^iprell Or 
implied. inc!udlng. but not Ijmli^ to irrpiied warrantip^ ond^or condittam of 
rtierrhaniabiltiy and litness lor a pamcuLif purpn^, witt~i r^ard lo The ^oftwdre and ihe 
L^t^ampanving written materials 

ND LIABILITY FQR CO NSEQU ENTI AL 
DAMAGES 

to Th<? rnaxjmurF extern permitted Dy applicable law. in no event shall empire irrtetacli^? 
OT ib suppUi?r^ be liable tor any damages whatsoever fincludmg wrthoul L^mitalioa direct 
or indirect rijmages lor perscnal injury, loss of business prolits. business inlerrupliaa loss 
of business inJorrr^aticin or any olher pecuniary low) ansjng our ol the use of ar inSbiliW 
to u^e lh[£ profkhct, evfm ti ^mpirp interactive n^5 be^n advis^ ol Ihe pu^sibihty ol such 
d^magt'SH In any case, empire inieractive's and Its suppliers' entire liability under any 
prtpvi^ion of this agreement shall he limited to the amount actually paid by yau ior Lhe 
soltware^ unl«i^ the elect of this dause has been specifically ^duded by [Applicable law 

This sofiv^flrp |1^n5? agreement is governed by the lavv of engl^nd^ 
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